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Level 399 


Level 2012 is the 2013" level of the Backrooms. It is connected to other yes" 
a - Bigrooms 


backrooms levels in a close way. 
‘® 


> Description 


Level 2012 appears to be an infinite series of 

schools, each named after a wanderer known as 

Marshall David. According to newspapers, 

Marshall was a wanderer who had no-clipped 

into the Backrooms at age 12, and would 

eventually join the at age 19. Marshall was 

known as a “hero” by man wanderers due to 

saving many lives, discovering many levels, 

including and , and 

freeing many wanderers from dangerous levels, 

such as . At age 69, Marshall ended up sacrificing himself to 
save hundreds of wanderers from an unknown entity force. May he rectin 


Follow on IG | TikTok | Join FanLab | Check out Fandom Quizzes andcha @Q} 
peace. 


Level 2012's schools, appearance-wise, appear to be infinite school 
hallways. The hallways contain various lockers on the walls, occasionally 
clipping through each other. Each locker contains various different 
supplies, such as . However, a couple lockers may be 
different colors, each with some anomalies. Red lockers, when opened, will 
splash a wanderer’s back with . Yellow lockers seemingly flood 
the hallways with . Black lockers will shut off the lights in the 


school one is in, and blue lockers will result in entry to 


Various water fountains can be found within Level 2012. According to 
eyewitness accounts, these water fountains contain a massive amount of 
. Therefore, it is highly advised to drink from a water fountain 
if one feels like they're going insane. However, red fountains contain 
. On rare occasions, another object, such as a notebook or pencil, may 


come out of the fountain instead. 


The classrooms of Level 2012 are somewhat small, and usually contain 
around 10-15 desks, each oriented in the same direction. Although most 
classrooms within Level 2012 are empty, many can be found which 
contain various objects, such as , pencils, notebooks, and 
occasionally guns, knives and axes. A large chalkboard is located on a wall 
of the classroom, usually the direction where all the desks are facing. Most 
of the chalkboards are blank, but some have a complicated math problem 
written on them using obnoxiously long, sometimes uncountable, 
numbers. These can be erased, and other things can be written on the 
chalkboards. As a result, chalkboards are often used to point Wanderers 
towards exits or small outposts, most of which have now been destroyed. 


Zones 


>Zone 1 


Being the starting zone of Level 2012, Zone 1is made of approximately 
200 schools. The walls of Zone 1 are white, and most of the lockers are tan. 
Opening these tan lockers will result in Cashew Water spawning in one’s 


hand, potentially attracting a horde of entities. 


> Zone 2 


The second zone of Level 2012 is the smallest zone of the level, only 
consisting of about 3 schools. The first school appears to be an 
elementary, albeit with colorful floors, walls, and ceilings, and is highly 
decorated. Staying in the first school for too long will eventually result in 


epilepsy, which has been known to result in blindness. 


The second school of Zone 2 is similar to those found in the Zone 1, albeit 
it is an elementary school with blue lockers. Each locker has an electronic 
lock with a three-digit combination. If one manages to get the 
combination right, the locker will open, and will be filled with 

labeled as having been bottled by the “James Barry Water Co.” Further 
research into this is ongoing, but it is believed that Barry is the “J. Barry” 


referred to in 


The third and final school of this zone consists of a middle school with red 
lockers, tan walls, and white floors. Each locker contains a unique 
combination. Getting the combination right will send you to or, 


rarely, 


Hostile entities are rare in this zone, only consisting of and 


occasionally 


>Zone 3 


Zone 3 of Level 2012 consists of around 121 schools, and is the final safe 
zone of Level 2021. Similar to Zone 2, each school in Zone 3 has their own 
unique style, although the designs of the schools differentiate slightly for 
every wanderer. This property even applies when two people are looking at 
the same area—one might see a door leading to another room where the 


other sees a regular wall. 


The lockers in Zone 3 are blue, but are unique in how they cannot be 
opened. Although the presence of built-in combination locks suggest that 
it is possible to open them, no such combination has yet been proven to 
work on any of the lockers. Opening them through any other means has 


proven impossible. 


Zone 3 is also unique in how it has skylights, often about twenty feet 
above the ceiling. What is beyond them is unknown, as the glass appears 


to be extremely thick. 


> Level 11 Zone 


Serving as the inaugural 
zone within Level 2012, 
the Level 11 zone 
comprises 
approximately 200 
schools characterized 
by white walls and 
predominantly tan 
lockers. Opening these 
tan lockers within this 


zone may lead to an 
‘Nphoto of/a.classrooms inthe Ceveli11) 


unexpected encounter ied 
Zone: 


with Cashew Water, a 


substance known to 

attract entities, potentially resulting in peril for the wanderer. A notable 
exception within this zone is School 94, distinguished by its all- 
encompassing blue ambiance and the presence of an isolated classroom 
labelled "The Boredom Room." 

Historical documentation reveals that The Boredom Room once housed 
the Partypoopers until the "Fun War" ensued. The Partygoers, instigators 
of the conflict, emerged victorious, resulting in significant casualties, 
including numerous wanderers. The remnants of this strife linger within 
The Boredom Room, marked by shattered computers, broken windows, 
decaying sleeping bags, spoiled food, and expired beverages. A 
whiteboard serves as a haunting testament to the aftermath, bearing the 
words "THE WAR IS OVER (=", inscribed in black permanent marker. 


> Level 20004 Zone 


The Level 20004 zone, 
the second sector of 
Level 2012, consists of a 
mere three schools. The 
initial establishment, 
seemingly an 
elementary school, is 
distinguished by vibrant 
and decorated interiors. 


Extended stays within 
this school may induce ‘N photo ofthe Levell20004)Zone; 


epilepsy, with reports of 
resulting blindness. The 


second school mirrors the Level 11 zone but incorporates blue lockers, 
each secured with an electronic lock featuring a three-digit combination. 
Unlocking the correct combination yields access to Almond Water bottled 
by the enigmatic "James Barry Water Co.," prompting ongoing 
investigations into a potential connection with the elusive "J. Barry" 
referenced in Level 16. The third and final school, reminiscent of a middle 
school, harbors red lockers. Successfully deciphering the unique locker 
combinations can transport wanderers to Level 399 or, rarely, The 
Promised Land. Hostile entities in this zone are limited to Wretches and 


sporadic appearances of Smilers. 


> Level 6000 zone 


The Level 6,000 zone, 
encompassing 
approximately 121 
schools, represents the 
ultimate sanctuary 
within Level 2012. Each 
school within this zone 
boasts a distinctive 
style, personalized for 
each wanderer, leading 
to varied perceptions 
even when multiple (Aphotoof the Level 6000)Zone: 
individuals observe the 


same area. The blue 

lockers within the Level 6,000 zone remain impervious to conventional 
opening methods, featuring built-in combination locks yet eluding 
successful access through any known combination. 

Skylights positioned approximately twenty feet above the ceiling provide a 
unique architectural feature, shrouded in mystery due to the thick, 
impenetrable glass. In a distinctive connection, the Level 6,000 zone 
directly links to Level 6,000, facilitating bidirectional access between the 


two levels. 


> Dark Zone 


Marking the culmination 
of Level 2012, the 
Darkened Zone stands 
as the most perilous 
sector, presenting 
imminent danger to any 
wanderer. Indicators of 
entry into this ominous 
zone include flickering 
lights before a complete 
blackout. In the 
Darkened Zone, all lights 


‘AN photo ofthe Darkened /Zone-; 


appear severely 

damaged, some even hosting hammers embedded within them. 

True to its name, the Darkened Zone plunges wanderers into absolute 
darkness. Transformation of water fountains into ominous red sources, 
lockers adopting a menacing red hue, and the disconcerting drip of 
Cashew Water from the ceiling characterize this zone. Infested with 
entities, particularly Smilers and Wretches, the Darkened Zone induces 
feelings of scopophobia, intensifying the risk of triggering the Insanity 


Cycle among wanderers. 


Utmost caution is strongly advised, with entrance into the Darkened Zone 


discouraged at all costs. 


> The Boredom Room 


The Boredom Room was formely the main base of 
however after the é were massacred by 

and they had written on the writing board "The war is over" 
followed by a smiley face. 


"I've been walking for hours and not a single Partypooper has 


been seen." 


~222 


> Entities 


Level 2012 is devoid of hostile entities in Zone 1 and Zone 3. However, the 
Level 20004 and Darkened Zones contain entities, with the Darkened Zone 
being infested with them. In addition, various appear in all 
sections of Level 2012, either as students or as teachers. These entities 
all have the , causing them to be docile. Level 2012 also 


contains 2 native entities: Coaches and Principals. 


The first native entity, Coaches, manifest as a random P.E teacher from 
. When a coach detects a wanderer, it will teleport them to 
as a"mile". After they exit Level !, regardless of the way they exited, 
they will always end up back in Level 2012 near where they encountered 
the Coach. 


One Wanderer has reported that a Coach teleported him to a level 
resembling in its layout, and made him do the “FitnessGram PACER 
Test”, with a horde of entities behind him. It is unknown how this 
happened, or if he is telling the truth, as he has previously spread 


misinformation about other levels. 


The second native entity, known as Principals, manifest as the principal of 
the high school one went to in . If one did not go to high 
school in The Frontrooms, they will manifest as what one would imagine as 


a stereotypical person of authority. 


Principals are usually non-hostile. However, if one catches a wanderer 
doing something wrong (such as trying to open a locker which does not 
belong to them), they will bring one to their office and lecture the wanderer 
about what they did wrong. Eventually, they will call your parents, 
although the call is only received if the wanderer's parents are in the 
Backrooms. If one happens to do something bad that is major and 
irredeemable (such as killing another wanderer in Level 2012), the 
Principal will give you "Detention" by sending you to a small classroom. 
However, there is no way to exit the classroom. This is avoidable by killing 
the Principal. 


> Entrances and Exits 


> Entrances 


e Entering a school 
known as "M. 
David High School" 
in 

« Imagining a high 
school in 

« No-clipping ina 


desk on 


‘An photo of Level 2012) 


Pulling a fire alarm 
in any level, which 


will send you to a principal's office. 


¢ Noclipping through the ground in leads here. 
« Sometimes on entering a classroom will send you here 
> Exits 


Exiting Level 2012 is done by entering a movie theater door labeled as 
"Auditorium 53”. This will bring you to . By a small change. Opening 
a blue locker will result in you entering . Finally, successfully 
opening a locker in third school of Level 613 zone — which is an extremely 
difficult task — sends you to or, rarely, . Diving 
into the board in old partypoopers base will send you to 

Entering a special ed classroom named “faceless special ed” will send you 
to 


> Gallery 


TIE. 
i 


CATEGORIES 


Community content is available under CC-BY-SA unless otherwise noted. 


OVERVIEW COMMUNITY FANDOM APPS 


What is Fandom? Community Central Take your favorite fandoms with 


EXPLORE PROPERTIES About Support you and never miss a beat. 


Fandom Careers Help 


Muthead Press 


Fanatical Contact 


Terms of Use 
FOLLOW US 


f ¥ @ © in 


ADVERTISE 
Media Kit 


Privacy Policy 
Digital Services Act 
Global Sitemap Contact 


Local Sitemap 


Backrooms Freewriting Wiki is a FANDOM Lifestyle Community. 


VIEW MOBILE SITE 


